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Ne^Han4- 
likeHothing Before 

New Enemies like Dr. Cossack. “Cruel!" 

New Weapons like the Me ga Buster. “Peuasti 
New Robots like Toad 
Man and Skull Man. 
dnarly! Devices like 
Balloon adapters and 
Grappling hooks. "Handy! ' 

Get Mega Man 4— 

The rest were just 
warm-ups. “Really!" 

(Nintendo) 
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Morticia has been kidnapped! 

Kidnappers have hidden Morticia somewhere in the 
$cai 7 Addams Mansion. You and Gomez have to escape 
. hidden traps, and battle scary ghouls and gohlins on 
jour search to find her. Collect the million dollar 
1 ransom, find Wednesday, Pugslej and the ^ 
rest of the family in your attempt to 
J rescue the beloved Morticia. 


Alt Rights Reserved. 
THEADDAMS 
FAMILYlogoisa 


1 ^ ^ 
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Asteroids 


Captain Planet and 
the Planeteers 

Clean up the planet in Mindscape's new 
action game for the NES. 

Day Dreamin’ Davey- 

There's action and adventure in this unique 
NES game from HAL America. 

Ghoul School_ 


_ Norman’s 

Golf Power- 


Greg I 


Now you're really playing with power — golf 
power, that is — in Virgin Games' new NES 
simulation. 

HAL’S Hole in One 
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EDITOR’S NOTES 

Nintendo of America has dropped the suggested retail 
price of both its Super NES game system (from $199.95 to 
$179,95) and its Game Boy portable system (from $89.95 
to $79,95). The announcement came at the Consumer 
Electronics Show in early January as Nintendo tried to 
figure out how to combat the successful onslaught of the 
Sega Genesis game system at $149.95. Some retailers had 
already been discounting the Super NES during the 
Christmas season — we saw it as low as $169.95! 

Even though $179.95 isn't as low a price as the Gen¬ 
esis, remember that the SNES comes with two controllers. 
You have to buy a second controller with the Genesis. 

With Nintendo and Sega battling it out for 16-bit 
dominance like a couple of giant Ultrabots, game players 
everywhere are going to reap the benefit— great games! 

Neither Nintendo nor Sega can afford to publish 
many games that are weak and wimpy. Word of mouth 
moves too fast, and gamers are going to be drawn to the 
16-bit systems that have the biggest collection of the best 
games. This also means that some very good game pub¬ 
lishers, such as Electronic Arts, Acclaim, and others, will 
be cranking out their best stuff — and often on more than 
one system at a time. We'll start to see some CD-ROM 
activity in '92; but, let's face it, the real battle is going to be 
16-bit wars. 

However, with so much attention being paid to the 
Super NES, let's not forget that some companies like 
Konami and Capcom continue to produce excellent 8-bit 
NES titles and innovative Game Boy games. We'll be here 
helping you to choose the best from the rest, whether its 
16-bit, 8-bit, or portable. So enjoy this great year of gam¬ 
ing, and get ready for some absolutely terrife new carts! 

Happy gaming. 


National Advertising Sales: 























new titles 
such as the 
Super Off 


and Jack 
Nicklaus 
So/f.both 
for SNES. 
You can 
also look 
for a Game 
Boy version 
Super Off 
and a new 
Danny Sulln 
Tradewest. 


searching for the 


tomb of Scarabeus. 


BATTLETOADS FOB$fJPER 
NES!. . .Those foadaf/ybodacious 
flyin’ frogs are coming to Super 
N ES! Tradewest Introduced the new 
version at the Consumer Electron¬ 
ics Show in early January, so Toad 
tans can start jumping up and 
down. In fact, you’ll be finding more 
Baffletoads action this year in ev¬ 
erything from a new Marvel comic 
book and a line of toys to collect¬ 
ible coins and trading 
cards. Looks like a big A 

Toad year tor 
Tradewest, along 
with other 


MATCHBOX JOINS IW- 
ENSEES... Matchbox Vid^ ' 
Games is busy working on three 
new NES games. Matchbox Racers 
is a high-speed racing game tea- 
turing eight vehicles patterned af¬ 
ter the cars in the Matchbox line. 
MotorCity Patrol is a police patrol 
game set in Detroit, in which you 
set speed traps, make arrests, and 
race to the scene of the crime. And 
in Noah’sArk, players must build 
an ark and collect the ani- 
0f) mals before the flood waters 
g I start to rise. A spokesperson 
■/ tor the company says that 
f ' the graphics in Noah’s 


8 \ ArkrivalthoseinanyB- 

\ bit (and some 16-bit) 

game. 

\ Also com- 

^/ Matchbox Is 

i . K y/7 You must 
W^/' y find a path 

through the 

Road '' rnaze of passageways 

8-bit NES title, ' inside the pyramids of the an- 


ML A 


, rW£ SNES 
GE^ImjfUulOBr. - Game devel¬ 
oper Spectrum HoioByte has ac¬ 
quired the license to produce Su¬ 
per Nintendo, CD-I, and computer 
versions of games based on Star 
Trek: The Next Generation, the hi) 
Fox TV series. Look for the games 
later in 1992, and stay tuned to 
upcoming issues for more informa- 


BATMANG BACK - AND 
KONAMES GOT HIM... 

While Michael Keaton was com¬ 
pleting his work as Batman in the 
movie sequel. Batman Returns, 
Konami was working behind the 
scenes. The Nintendo licensee re¬ 
ceived the rights to produce 
Batman Returns tor the Super NES, 
NES, Game Boy, and personal 
computers. 

The first Batman, which was re¬ 
leased in the summer of 1990, was 
a huge hit and earned more than 
$400 million In movie houses 
worldwide. By the way, Michael 
Keaton is joined in the upcoming 
movie by Michelle Pfeiffer as 
Catwoman and Danny DeVito as 
the Penguin. 

The folks at Konami say that 
their research and development 
team Is working closely with Warner 
Bros, and DC Comics to capture 
the film’s style, tone, and pace for 
the new Nintendo games. 


SUPER mE^O GEmESIB- 
HEAD-TmtEllo. it was an¬ 
other big holiday season for 
videogames, with Super NES and 
Sega Genesis creating the most 
excitement. Retailers and software 
publishers generally agreed that 
Sega Genesis was a strong con¬ 
tender against the SNES. In fact, a 
number of stores were discounting 
the $199.95 Super NES as low as 
$ 169.95 in order to tight the $ 149.95 
Genesis price, the very popular 
Sonic the Hedgehog, and the large 
library ot Genesis games. 

But 1992 looks like Its going to 
be a great year for both Nintendo 
and Sega, especially for the 16-bit 
systems. That means lots of com¬ 
petition between the two — and 


monopoly in your 

HArSDS . Word lovers and fans 
of the Monopoiy board game will 
be happy with Parker Brothers. The 
company is introducing two new 
Game Boy games, one an elec¬ 
tronic version of Monopoly and the 
other a Game Boy version ot the 
delightful word game. Boggle. 




IT52EIKIIIIIG 
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twice the fun. Twice the thrills. 

Twice the craziness. That’s right, it’s 
The Bugs Bunny Crazy Castle 2. 

But Bugs isn’t getting the royal 
treatment. This “looney” new 
adventure on the Nintendo® 

Game Boy® has Bugs being 
chased by the whole 
Looney Tunes gang. 

The Tasmanian Devil, v ' 

Yosemite Sam, Wile E. 

Coyote and other crafty characters. 
There are 28 huge and multi-level 
rooms. Giant catapults. Invisible traps. 
Awesome sound. More than enough 
to keep you and Bugs hopping. Will 
Bugs succeed in his 
crazy attempts to res¬ 
cue Honey Bunny? If 
you’re a Game Boy® 
player, thatk up to 
you. Their future is 
in your hands. So the 
sooner you start the better. 

The Bugs Bunny Crazy Castle 2. 

Even better the second time around. 
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Hereisonewayto 
take Sonic The Hedgehog 
wherever you go. 






GAME PLAYERS SWEEP- 
STAKES WINNERS! 

Our October Super Nintendo Give¬ 
away proved a great success — 
out of thousands of entries, we 
ended up with winners from 30 
states, Canada, and Antigua. 

As a result of a production de¬ 
lay, the October issue was shipped 
late, and many of you received or 
bought magazines after the Octo¬ 
ber 7th deadiine. Because of that, 
we extended the deadiine by one 
month. In addition, everyone who 
calied or wrote in about the delay 
was entered in the giveaway, as 
weii. 

We congratulate all our win¬ 
ners, and we’ll be announcing more 
contest results in our next issue! 

First Place (Super NES System) 
Crystal Smith, McKinleyville, CA 

Second Place (a Super NES game) 
Chris Kirkpatrick, Cleveland, TN 
Jeramiah Yount, San Diego, CA 
Nick Scharber, Dady City, FL 
Justin R. Allen, South Harpswell, ME 
Chance Hammock, Acworth, GA 
Ricardo Fryer, Augusta, GA 
T.J. Felon, Sand Lake, Ml 
Jimmy Norman, Woodville, VA 
David Strickland, Philadelphia, PA 
Bradley Killian, Brighton, Ml 

Third Place (Game P/oyers T-shirt) 
Daniel Aviles, Savannah, CA 
Helen Barrett, Ocala, FL 
Robert Bartholomew, Cold Lake, 
Alberta 

Trevor Bates, Humboldt, Sask. 

Todd Becker, Cumberland, MD 
Konrad Bis, Chicago, IL 
Matthew Bouw, Hudsonville, Ml 
Andy Bowman, Hampstead, MD 
jhiska Bradford, Vallejo, CA 



Christopher Burg, Alpena, Ml 
^ , Andy Cass, Penfield, NY 

Matt Cooper, West Paducah, 

KY 

David Craver, Kernersville, NC 

D.W. Dickerson, Central Pt., OR 
Robert Doweney, Ft. Worth, TX 
Juan Euvin, New York, NY 
James Flynn, Chula Vista, CA 
Jason Freeman, Greensboro, NC 
Justin Fuhrer, Tiffin, OH 
Mike Givney, WAFB, Ml 
Jimmy Graham, Meridan, ID 
Gary Greene, League City, TX 
Chris Hall, Benton, AK 
Ryan Hausey, Franklinton, LA 
James Henemvay, Trear, lA 
Virgil Hunt, Sweetwater, TN 
Martin Kanriolich, Vacaville, CA 
David Kibby, Moravia, NY 
Bradley Kinjel, Marissa, IL 
James Madison, Dayton, OH 
Randi Magpie, Yonkers, NY 
Kevin Meyer, Fall River, KS 
Kristine Murray, Buffalo Grove, IL 
Byron Nard, Topeka, KS 
Billy Schultz, Herndon, VA 
Tom O’Sullivan, Hastings on Hudson, 
NY 

David Okawza, Fairfax, VA 
Daniel Paskiewicz, Norfolk, VA 
Jamie Philip, St. Johns, Antigua 
Colin Reid, Whitehorse, Yukon 
Jere Sweigart, Ephrata, PA 
Lewis Weil, El Paso, TX 
Jason West, Houston, TX 
James Wilkes, Flint, Ml 
Joey Williams, Nekoosa, Wl 
Chris Wu, Pensacola, FL 
Rhett Wuthrich, West Valley City, UT 
Daniel Yarnell, Arma, KS 
David York, Oswego, KS 
Chris Zeger, Sodus, NY 

Fourth Place (Game Players Ency¬ 
clopedia, Vol. 4) 

Timothy Aguirre, Sacramento, CA 
Jona Andersson, Chicago, IL 
Cesar Beltran, Houston, TX 
Barry Bogart, Port Crane, NY 
Richard Brocious, Sykesville, PA 
Teddy Burke, Golden, CO 
Jason Butler, Leitchfield, KY 
Sharon Cook, Niles, IL 
John Creps, Delta, OH 


Tim Desmond, St. Louis, MO 
Nick Dicorete, Waco, TX 
Michael Downs, Wichita, KS 
Josh Cochran, Bellbrook, OH 
David Hansen, Barrington, IL 
Jess Heichel, Shreve, OH 
Gregory Heikkila, Sterling, VA 
Rick Heiser, Dayton, OH 
Ahmad Issa, Seffner, FL 
Andrew Jewett, Osceola, IN 
Nevada Jones, Beacon, NY 
David Kantrowitz, Silver Spring, MD 
Ben Kauffman, Belgrade, MT 
Austin Kelly, Grapevine, TX 
Michael Kocian, Wharton, TX 
Jonathan Kolbasa, Plymouth, Ml 
Dustin Lewis, Pitfsboro, IN 
Tim Lutton, Milton, Wl 
Josh Madison, Sioux Falls, SD 
Kyle Mahaffey, Lancaster, OH 
Chad Morton, Baltimore, MD 
Oliver Ong, Carson, CA 
Jason Pace, Orlando, FL 
Bradley Prewitt, Sandy Hook, KY 
Ben Rhodes, Uppenrille, VA 
Abby Schmidt, Roslyn, SD 
Sean Siebe, Arnold, MO 
Tom Smith, Downing, MO 
Alex Stathatos, Astoria, NY 
Michael Stewart, S. Glen Falls, NY 
Megan Stier, Belle Plaine, MN 
Alex Summers, Sanford, NC 
Anthony Vaccaro, Durhamville, NY 
Brett Vasu, Cary, NC 
Ryan Ward, Brush Prairie, WA 
Josh Wells, Bartlett, TN 
James Wilcockson, Chatham, IL 
Neil Wolf, Sheboygan, Wl 
Jason Wright, Champaign, IL 
Tina Zimmerman, Missouri City, TX 
Adam Zschau, Bloomington, IL 

CAME REVIEW RATINGS 

10 — Incredible 
9 — Outstanding 
8 — Excellent 
7 — Very Good 
6 — Good 
5 — Average 
4 — Below Average 
3 - Weak 
2 - Bad 
1 - Worthless 




Game Geai^ the other. 



S onic is always a cut-up, but if you want him to go, put 
down the scissors and pick up Game Gear. With 32 
on-screen colors, great Sega graphics and optional stereo 
sound. Game Gear is the only way to play. And Sonic is 
leading a huge pack of wild games available on Game 
Gear. Over 75 titles in 1992. nAIUIC PC AD" 
So get moving. Get Sonic The IlMlf He JHCMIl 
Hedgehog on Game Gear. 

Sega. Game Gear and all game titles are trademarks of SEGA, excep 



pt Castle of lllusk 


/Company. ©1992SEGA. 




Castlevania II: 
Belmont’s 
Revenge 

Are there any special tricks you can 
do to beat Iron Doll, the Angel 
Mummy, and the Kumulo and 
Nimbler in Castlevania II for the 
Game Boy? 

Bartlesville, OK 

To defeat Iron Doll, kneel down and hit 
him in the legs. INhen his armor falls off, 
keeping hitting his legs. 

For the Angel Mummy, stand on 
the platform in the center and keep 
swingingyourweapon. Whentheenemy 
lowers its trident, hit it in the head with 
your whip or other special weapon. 

Finally, to destroy the Kumulo and 
Nimbler, be aggressive and go for their 
lower heads while ducking the neck 



Time Lord 


I've been playing Time Lord for a 
couple of months, but I can't get the 


orb that moves up and down in 
Dead Man's Gulch. Could you 
help? 

Sierra 
Toulon, IL 

Stand on the far right of the screen so 
that the ore is on the far left. Jump up 
and shoot the orb, which momentarily 
freezes it. Continue shooting it while 
you jump toward it. When you get close 
enough, you can simply grab it. 



Uninvited 


How and what do 1 use to get the 
key from the game room creature 
in Uninvited? Is there anything in 
the maze behind the church besides 
zombies? Of the three buildings 
behind the mansion, the church and 
greenhouse were no problem, but 
the third is giving me trouble. How 
do I get inside? 

Ralph 
Patterson, NC 

To get the key, leave a cookie for the 
creature that's locked up in a safe behind 
the mansion. 

There’s a very important gem in the 
middle of the maze, so keep exploring 
until you find it. 

And to get inside the third building, 
use thunder. If you don't have it, check 
the magic book of spells in the first three 



Battietoads 

I'm having trouble with the high 
ramps in the turbo tunnel of 
Battietoads. Could you help? 

Michael 
Olive Branch, MS 

Thee's no real trick here — it's just a 
matter of timing. Jump in the air right 
before you see the high jump. Timing is 
crucial, so practice and soon you'll be 
battletoading your way to the end. 



StarTropics 

My brother, sister, and I are having 
trouble with StarTropics. We're 
trying to get to Maxie of all Minies 
on chapter 3 in the ghost village. 
Please tell us how to get to him. 

Ralph 
Nashua, NH 

First, go to the the graveyard and press 
on all the tombstones. Then look for a 
room with a staircase and a pink slug. 
Kill the slug and stand in its place. Push 
to the right and walk through the wall. 


































When you reach the dead end where the 
mummies are, jump up and over the 



Indiana Jones 
and the 
Last Crusade 


I have a question to ask about In¬ 
diana Jones and the Last Crusade. In 
the hide-out for the bad guys, how 
do you find the tunnel that leads to 
his father? 

Plaquemine, LA 

The floor plans to the castle are randomly 
generated, so we can't tell you a direct 
route. However, we can tell you that 
Henry is always held on the fifth floor in 
the room to the far right. When you're in 
this room, sit in the chair, then enter the 
fireplace to find your dad. 



Crystalis 

I have questions about the third 
level of Crystalis. How do you get 
the Sword of Water? How do you 


cure the two people in the waterfall 
cavern? Why does the guy chase 
you away from the cavern? And 
how do you get the Spell of Change? 
Can you help? 

Watsontown, PA 

To find the sword, look behind the wa¬ 
terfall in Portoa. You can cure the two 
people by using the Flute of Lime. 

You won't be able to make friends 
with the guy in the cavern until you 
have the Sword of Water. Give it to him 
as a gift. 

Don't expect to get the Spell of 
Change until later in the game. When 
you sail into the ocean, you'll find a love 
pendent. After calming the angry sea, 
take the pendent to kensu in the town of 
Swan. He has the spell. 


G¥> 
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t he big Nintendo videogaming news in 1991 was, of 
course, the iong-awaited introduction of the Super NES. 
Since its reiease in September, the SNES has been in a 
head-to-head battie against the Sega Genesis in a 16- 
bit battie royaie. No winner has been deciared — Sonic 
the Hedgehog is making a strong showing against the 
force of Super Mario World, it iooks iike Nintendo and Sega wiii 
be siugging it out for some time to come. 

However, one thing was obvious in 1991. With most of the 
Nintendo game pubiishers concentrating on Super NES, the 
overaii quaiity of new 8-bit NES games dropped dramaticaiiy. 
Sure, there were notabie exceptions, but not notabie enough 
to make us award an NES Game of the Year for 1991. Many 
new 8-bit games covered territory that had been expiored 
before — in terms of piot, graphics, and game piay. 

On the other hand, we did award a Super NES Game of 
the Year, but there were not a sufficient number of SNES 
games avaiiabie to fiesh out most award categories. Decem¬ 
ber 1 was our cut-off date forjudging; if a game was reieased 
after that date, it's eiigibie for the 1992 awards. 


[ Best NES Arcade-Action Game 
Mega Man 4 — Capcom 

I This fourth outing for our ro- 
I botic hero features the same re- 
I liable game play and crisp 
1 graphics that made the previ- 
ts adventures top-notch. But 
en though this is a first-rate 
I NES game, when a character 
named DustMan becomes a new 
enemy, we worry that Megfl Man 
may be running out of creative 


Best NES Graphic Adventure 

Fantastic Adventures of Dizzy — 
Camerica 

Camerica proves that you don't 
have to be a Nintendo licensee 
to produce a great game. Dizzy, 
a Nintendo-compatible game, is 
tons of fun, with great graphics 
and an engaging storyhne. 


Koei broke away from its series 


of Asian history epics (Nofeitnaga, I 
Genghis Khan, etc.) to develop I 
this terrific game of sea-faring j 
exploration that lets you dis¬ 
cover new worlds while defeat¬ 
ing enemy armadas. 

Best NES Sports Game 

Ryne Sandberg Plays: Bases 
Loaded 3 — Jaleco 

Here's a sequel that really im¬ 
proves on the original (not like I 
the strange biorhythm feature | 
in Bases Loaded 2). Bases Loaded 3 I 
rates not only the players, but it I 
evaluates your performance. 
Nice job! 


Dueling, pillaging, and sailing I 
the seven seas blend into o 
scallywagging adventure with 1 
this computer translation, a I 
great combination of graphics, 
role playing, and action. 

NES Special Achievement 
Sesame Street Educational 
Series — Hi Tech Expressions 

These games — featuring Big 
Bird, Ernie, Grover, The Count, 
and other popular Muppets — 
have sharp graphics and a ter- I 
rific voice chip (in the newest I 
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One cool game. Two cool kids. 





For pricing and orders, please call 800-VRG-IN07. 
Visa, Mastercard, American Express and checks accepted. 





games), with a sense of fun that's 
captivating to children. 

NES Excellence Awards: 

Batman 2; The Return of the Joker — 
SunSoft 

Battletoads — Tradewest 
MetalStorm — Irem 
Micro Machines — Camerica 
S.C.A.T. - Natsume 
TailSpin — Capcom 
Tecmo Super Bowl — Tecmo 


Super NES Game of the Year 
Final Fantasy II — Square Soft 


Best SNES Strategy Game 

Sim City — 

Nintendo of America 

Here's a computer game that's 
truly been adapted for the Super 
Nintendo. The city-building 
simulation features Nintendo 
characters and humor, and if 
}'ou're a good leader, you get a 
statue of Mario for your town! 

SNES Excellence Awards: 

ActRaiser — Enix 
Castlevania IV — Konami 
F-Zero — Nintendo of America 
Pilotwings — Nintendo of America 
Populous — Acclaim 


Best Game Boy Role-Playing 

Final Fantasy Legend II — 
Square Soft 

This huge role-playing game 
has a terrific storyline — you 
really care what happens, in¬ 
stead of simply pushing your 
characters through hordes of 
monsters. There's also a nice 
touch of humor. 

Best Game Boy Sports Game 

Tecmo Bowl — Tecmo 
The great NES game is terrific 
on Game Boy, too! Tecmo Bowl 
has great passing action and a 
strong rushing attack. 

Excellence Awards: 


Here's a true role-playing game 
that actually features person- 
to-character interaction — in 
addition to rollercoaster action 
and a terrific storyline. We can't 
wait for the sequel! 

Best SNES Arcade-Action 
Game 

Super Mario World — 
Nintendo of America 

What can we say? There's no 
other game that takes familiar 
heroes and villains and still 
manages to make the action look 
fresh and exciting. Mario's first 
SNES adventure is enormous 
and enormously satisfying. 

Best SNES Sports Game 

Super Tennis — 
Nintendo of America 

It's tough to beat but worth the 
effort. Tennis simply can't be 
done better than in this sensa¬ 
tional simulation with its vari¬ 
ety of serves and moves. Try the 
two-player mode! 


Super Bases Loaded — Jaleco 
Super Ghouls ‘n Ghosts — Capcom 
U.N. Squadron — Capcom 


Battletoads — Tradewest 
Beetlejuice — LJN 

Castlevania II: Belmont's Revenge 
— Konami 

Hatris — Bullet-Proof 


Game Boy Game of the Year 
FaceBall 2000 — Bullet-Proof 
FaceBall has a two-player (or 
more!) game that's like no other. 
Using the Game Link video 
cable, you hunt down your 
competitors in video tag. You 
can't see them, and they can't 
see you. The result is innovative 


Mega Man in: Dr. Wily's Revenge 

Metroid II: The Return of Samus — 
Nintendo 

Prince of Persia — Virgin Games 
Super R.C. Pro-Am — Nintendo of 


Best Game Boy Arcade- 
Action Game 

Teenage Mutant Ninja Turtles II 
— Back from the Sewers — 
Ultra 

Not only does TMNTII have 
great graphics and large char¬ 
acters, but it also gives you more 
variety than almost any other 
Game Boy action game. 
Everything's done extremely 
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^ Nintendo® 


games! 




• It’s all here in one 
great magazine! 
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re you ready for a hardcore 
alien-stomping jamboree? Well, make 
sure your seatbelt’s fastened when you 
sit down for a session of Contra III: The 
Alien Wars — this game is going to 
blow you off your feet. Not only are the 
graphics extremely well done, but the 
game play is also super smooth. 

By the year S636 the alien fiends in 
the other Contra games have been 
squelched by soldiers highly trained in 
guerrilla tactics, the Contraspirits. But 
the aliens have just enough strength for 
one final push, and even the 
Contraspirits may have trouble putting 
down the invasion. Two men set out to 


free a city occupied by the aliens — and 
that’s where you come in. 

Because of all the action in Contra III, 
you might expect the slowdown found on 
other Super Nintendo shooters. But 
Konami has done a great job of keeping 
the action fast and the pace at break¬ 
neck speed. But it’s the originality that 
sets Contra III apart. You’ve never seen 
bosses like these, and you can also use 
two weapons at once to fry the aliens. 

Want a fast-paced game with virtually 
no slowdown, great graphics, an awe¬ 
some two-player option, and so much 
action that you’ll miss something if you 
blink? Look no further than Contra III. 
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THEYEAROF 

THEDRAKKHEN. 


This is the year of Super NES? The year some of the best 
RPG players may go down in flames. Because this year 
you will enter the world of Drakkhen. 

You’ve confronted many 
monsters before. But 
never fire-breathing 
beasts of such scorch¬ 
ing realism. Over 50 
giants and winged 
beasts in spellbinding 
3-D. Youve journeyed in 
other mystical lands. But 
none with scrolling, 

360° landscapes 

panoramic views. Horizons change 
from day to night before your very eyes. 
In your quest to restore world peace, 
you will learn many f 
powerful spells. Prepare 
for battle by collecting 
weapons and magical 
objects. But nothing will 
prepare you for the spe¬ 
cial effects, the eye-popping 
stereo digital sound experience. 

Ith the Super NES game of the 
year. The role playing challenge of a lifetime. 

' Nintendo of Arnerka Ina Developed by KEMCO under Ucense from Infognmes ©1991 
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This alien tries to drill you 
Into the platform. Use the 
rotating platform to get 





















































"WOW! 

.. .THE HOTTEST GRAPHICS WE'VE EVER SEEN!" 

-GamePro TV 

"...INTRODUCESASENSE OF REALITY NEVER 
BEFORE SEEN ON THE SUPER NEST 

-VideoGames and Computer Entertainment Magazine 

"SEES A NEW STANDARD IN VIDEO 
GAMEANIMATION...SUPERB! 

LIKE PlAYING THE MOVIE!!" 

-Game Players Magazine 

"AWESTRUCK!" 

-Electronic Games Monthly 


For tlie Super Nintendo Eniertainmeni System. 
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.. .THE HOHEST GRAPHICS WE'VE EVER SEEN!" 

-GamePro TV 

"...INTRODUCES A SENSE OF 
BEFORE SEEN ON THE SUPER N 

-VideoGames and Computer Entertainment Magazine 

"SEIS A NEW STANDARD IN VIDEO 
GAMEANIMATION...SUPERB! 

LIKE PlAYING THE MOVIE!!" 


"AWESTRUCK!" 



For the Super Ninienflu Eniertainmenl System. 

















































































PAY NO attention 
TO THE AO, 
below/ 



Buster needs voui^eip to 
SAVE Bars fr^IoNtana Max 

BEFOREfmOO LATE 













































































































SAVE YOUR QUARTERS. 


yi MOalm 


CNintendoQ 


int System* and t 










Hit’s been more than 50 
years since cartoonist Charles 
Addams began drawing a 
strange family for The New 
Yorker magazine. It was the 
mid-sixties before the family 
got names for its debut in a TV 
sitcom. The 1991 Paramount 


Vince Matthews 

picture revisited the ooky folks, 
and now you can pay a call on 
The Addams Family whenever 
you wish — Ocean has devel¬ 
oped an NES videogame star¬ 
ring Gomez, Morticia, Pugsly, 
Wednesday, Thing, and the 
rest. 

In The Addams Family, the 
brood has been evicted from 


reconsider their eviction, but 
the family members never re¬ 
turn. 

As Gomez hunts for the 
missing characters, he gives 
you the grand tour of the 
Addams family homestead — 
a museum-like mansion that’s 
full of secret rooms and myste¬ 
rious puzzles that must he 
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NEW! FOR THE NINTENDO ENTERTAINMENT SYSTEM. 


“I love the smdl of cannons in the morning!” 

—King Stanley The Loud— 



Love a good fight? Then take a deep breath and get a whiff of the arcade 
smash hit. Rampart”— Medieval warfare so real you can almost smell 
the gunpowder. 

Blast away at yoiu- enemy’s castle as he tries to destroy 
yours. Then rebuild your castle walls with geometric blocks 
in a frenzied race against the clock. Earn more cannons... 
expand your fortress... then start firing again. 

TWo players fight directly against each other in as 
many as 9 thunderous battles. One player defends his 
castle by blasting at enemy ships on 6 furious levels. 

The fastest action to come out of a cannon barrel... 
the best strategy to come of your head... together 
in Rampart! 

So look for Rampart now at your video game 
store. And have 3rourself one BIG BLAST!! 








PUT SOME PUNCH INTO YOUR 
NINTENDO ENTERTAINMENT SYSTEM! 


Imagine having hands that pack the power 
of 100 strategic missiles in every punch! Hands 
that can defeat any force on Earth! Hands that 
create sateliite robots-each armed with unique 
power, iike beam swords or sonic maces! 

Welcome to the 21st Century of Shatter- 
handr where the power to save the world is in 
your hands. Punch after punch, blow after blow, 
Shatterhand redefines hand-to-hand combat 
as you battle treacherous, metallic cyborgs in 
the most explosive NES game you can get your 


' 7 levels of programmed adventure-you 
choose the action! 

' State-of-the-art graphics featuring 8-direction 
scrolling! 

' “Anti-gravity" levels force you to fight upside 
down! 

' 8 armed “satellite robots” assist you in battle! 

Shatterhand. . 

It doesn’t pull ^ # 
any punches. ' 


















Ocean; 1865 O'Toole Avenue; 































'Pit Fighter" Video Arcade Games 


•£) 


Drivin 


Video 


'Niii|a Turlies Video Arcade Games 


Sega 




Sega Genesis Systems with 
Electronic Arts software 
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BRING THIS OFFICIAL ENTRY FORM TO ANY 
TOYS “R ”US STORE BY MARCH 31, 1992 
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Now that Koei has issued sequels 
which upgrade and refine its line 
of strategy games set in ancient 
Asia {Nobunaga's Ambition U and 
Romance of the Three Kingdoms ID, 
the company has taken a leap in 
time and space. L'Empereur is set in 
Europe, not Asia, and it's set in the 
19th century, not the Middle Ages. 


William R. Trotter 

This first simulation of Western 
history invites you to relive the 
career of Napoleon Bonaparte, the 
greatest soldier of his age — and a 
man who very nearly united Eu¬ 
rope under the French flag. 

L'Empereur has similarities to 
Koei's earlier games: You issue 
monthly "officer commands" at the 


lower levels of difficulty, adding 
"government commands" when 
you achieve the rank of first consul j 

or emperor. Although still impor¬ 
tant at certain times, economic de- , ^ 
velopment is not as overwhelm- ^ 
ingly vital as it was in Nofeunag^fl or J 

Romance, leaving you a freer hand i 
to build and deploy armies. 

















On the other hand, diplomaq? 
is even more important (and more 
complicated!) in Napoleon's Eu¬ 
rope than it was in Nobunaga's 
feudal Japan. You must forge alli¬ 
ances, impose trade embargoes, 
build up supplies in strategic loca¬ 
tions, and impose taxes to keep the 
whole empire running smoothly. 
It isn't easy. 


There's more variety and de¬ 
tail in the chessboard-style combat 
system than ever before, and ar¬ 
tillery is added for the first time in 
a Koei game. By positioning your 
cannon on good terrain, you can 
smash enemy units at long range, 
or weaken them in preparation for 
a thunderbolt cavalry charge. The 
infantry units can also build and 


blow up bridges, or assemble en¬ 
trenchments to strengthen their 
lines. 

One especially gratifying piece 
of accuracy is present in L'Empereur 
— Napoleon's ability to raise the 
morale of his troops with a speech. 
In many battles, a "rally" coirrmand 
from the emperor is enough to turn 
defeat into victory. 




Empress Josephine 
butts in from time to 
time with complaints 
and requests. You con 
ignore her (os the real 
Napoleon usually did) 
without being penal- 



only after Napoleon I mand to plan foreign I cer for ei 


e to choose the right offi- 


policy. Friendly na- | little ability as a field corn- 
lions are shown in I mander, for example, but he’s 
green, allied countries i| valuable in matters of finance 
in blue, and hostile and diplomacy. 

ones in red. White let- - 

fering denotes a neu- 


Ultimately, you want to 
control every city 
shown on the strategic 
map. During each turn, 
messages inform you 
of major develop- 
L mentsandactsofwar. 






































Wipe the smile 
eff this 
face! 


(And maybe a few of 
your friends, too!) 


Here’s your chance to wipe the smiles off those 
annoying happy faces once and for all! In 
FaceBall 2000, “Have a Nice Day” takes on a 
whole new meaning— in first-person perspec¬ 
tive, with 3D graphics and 360° maneuvering! 


Get into your 
Game Boy... 

And we mean into! 
FaceBall 2000 is a net 
virtual reality game. 

You don’t just see your 
mTCHOVV. Thes only look happ,! character, you are^om 
character. Feel like you’re actually inside your 
Game Boy as you move through CyberScape’s 
than 70 treacherous mazes — or the Arena, in fast- 
paced rounds of high-tech combat. 


Bring your friends along! 

Sure. You can take on the Smiloids alone. 
But with your Game Link’” cable or Four 
Player Adapter, those faces can belong to 
your friends! Play one-on-one, two 
against two, or free-for-all! 



It payS to play together. 

Don’t miss your chance to get up to $5 back with our multiplayer rebate! You’ll find 
all the info inside your FaceBall 2000 package when you open it up for the game of your 
life! But hurry. Some of your friends might be buying FaceBall 2000 right now. If they 
get in too much practice without you, the smile that gets wiped might be your own! 



















Cavalry charges 
can be devastating 
— especially when 
they ’re preceded by 
an artillery barrage. 


Before starting 


11 


across many water¬ 
ways, even though it 
may take more than 
one turn for the con¬ 
struction. I 


The screen changes 
colors to indicate 
which enemy units are 
within cannon range 
and which are not. Put 
your artillery on hills 
or other elevations 
whenever you can. 


UsetheViewcommandtocheck t 
your officers strengths and I 
weaknesses, then go to this \ 
screen to send the new recruits 
where they can do the most \ 


The strategic map 
shifts in increments, 
showing you about a 
third of the total 
playing area ear 
time you select 


There are four scenarios to play, 
each set in a different period of the 
real Napoleon's career. For ex¬ 
ample, you can begin as a lowly 
garrison conunander in Marseilles, 
building yovu authority and your 
forces slowly, recruiting good 
generals, and learning how to 
handle your troops. 


Or you can jump right in at the 
height of Napoleon's power when 
he was emperor, finding yourself 
embroiled in large-scale conflict 
with powerful enemies such as 
Russia and England. The Russian 
campaign scenes are especially 
interesting to play. You face the 
same challenges as the real French 


army: scorched-earth tactics by the 
retreating Soviets, the onslaught 
of harsh winter weather, and the 
merciless attacks of Cossack raid¬ 
ers. 

L'Empereur is Koei's most com¬ 
plex game yet, and it's also the best 
looking. Eight-bit game graphics 
don't get much better than this. 
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ON NESS. GAME BOY 




NO FATE BUT WHAT YOU MAKE ON NES : 

You are aT-800 terminator. It’s a T-1000. 
You carry a lever-action Winchester. 

It’s mincible.You have on-screen target 
search displays It’s made of liquid metal. 
You have 10 barrels of high-explosives. 

It is the ultimate weapon of destruction! 

FIGHT IN THE FUTURE...SAVE THE PAST ON GAME BOY : 

First battle titanium hyperalloy T-800's as the John Connor^ 
of 2029. Then, enter SKYNET, capture 
your own T-800, and become 
the Harley riding, grenade firing, 
terminator of today! 


‘i| fi , flW ‘ 

^ - 











Taarc/iai gtotzigt 
rarazi hitevlo^ 



Jonathan Gagnon 


hat’s green, talks in surfer lingo, loves pizza, and is a master of martial arts? If you 
don’t know, you’ve been living in a cave for the past few years. The Teenage Mutant Ninja 
Turties are a phenomenon of marketing, their faces adorning food, ciothing, schooi supplies, 
and, of course, videogames. In their second Game Boy adventure, Donateilo, Leonardo, 
Michelangelo, and Raphael must rescue April O’Neil, who’s been kidnapped (again) by 
Shredder. 

This time, however. Shredder’s not working alone — he’s got that evil alien Krang on his 
side. Watch every step to avoid an ambush, and stock up on those oh-so-tasty chocoiate, 
onion, and peanut butter pizzas. Remember: When in doubt, get some advice from Splinter. 

Konami has done a great job with Teenage Mutant Ninja Turtles II—Back from the Sewers. 
Its playability and graphics are a worthy followup not only of the Game Boy Fall of the Foot 
Clan, but the NES Turtles games as well. 
















Cowabunga dudes! The turtles are 
back and ready for action. 


Move 
cautiously 
through 
stage 1 — 
enemies 
attack from 
the front and 
rear. 


Choose among Michelan¬ 
gelo, Donatello, Raphael, or 
Leonardo to begin the 
game, then use the map as 
a guide. 


this. When the enemy 
throws the manhole 
cover at you, do a turtle 
jump. 


Don't worry if you 
happen to fall in the 
manhole — turtles 
aren't afraid of the 


Use a little 
turtle instinct 
here. Jump 
up, grab the 
pipe, and 
shimmy 
across. 


Be prepared to jump 
when these thugs hop out 
from behind the wall and 
start sliding toward you. 


To defeat Rocksteady, jump 
over his shots, then run and 
clobber him. When he runs 
toward you, stand in the 
middle so he leaps over you 
instead of attacking. 































































































To rescue your fellow 
turtles, stay in this 
spot while crouching 
down. Keep swinging 
your weapon — if 
you're hit, you lose a 
lot of time. 


That tempting 
smell is pizza — 
drop down into 
these pits for a 
quick snack. 


The sewers 

hold some 

deadly 

creatures. 

Swing your 

weapon 

while 

standing on 


this edge, and when the sewer mutant 
charges, jun^ up to avoid his claws. 


charges, juji^ up tc 


At the bonus stage, 
snag as many 
pizzas as you can. 
You can use your 
flying jump-kick 
here to get pizzas 
from the other side 
of the pipes. 


Raphaei has 
been cap¬ 
tured I it's up 
to the other 
turties to 
rescue him. 


When 

fighting 


hit him 
once, 
then 




Check the girders — there 
might be some tantalizing 
pizza up there. 


quickly run away to dodge 
his uppercut. When he 
shoots, leap over the 
gunfire. 


If you stand in 
the middle of 
this elevator, 
you won't be hit 
by the enemies 
Jumping on top 
of it. Kill any 
thugs that get 
on the elevator 
first. 
























































































Jump over 
Shredder when 
he charges you, 
then crush him 
with your 
weapon. Keep 
repeating the 
maneuvers untii 
he's truiy 
shredded. 






Splinter gives you a lift 
to stage 5. Don't let 
him down! 



it's you against 
Baxter Stockman. 
Hit him, then hop 
over his shots, if 
you stand in the 
middie of the 
building, he 
can't hit you 
when he flies 
under you. 


This gun puts out a 
spray of bullets. Hop 
between the shots and 
keep moving to the 
right until you reach the 
next stage. 




against the screen. Keep hitting him, and 
when he turns into a ball, jump around the 
screen to avoid him. 


Here's Aprill A kiss 
from the rescued 
newscaster is enough 
to make a turtle 
blush. 


Shredder 
obviously 
hasn't 
learned his 
lesson. 
Stand in the 
middle of 


This boss can be 
tricky. Aim a 
flying kick at him 
while you jump his shots. After you hit 
him, walk to the left, then repeat the 
process. He'll try to roll over you, but 
you can easily jump over him. 



These robots try to 
electrocute you — 
jumping them is your 
best bet. 



the elevator and hit him, then 
turn to dodge hi^^ing. 



Here's the last 
bossi To beat him, 
stand all the way 
to the left and 
jump-kick him in 
the head as he 
approaches. Don't 
move from this 
spot! 
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^ Welcoaie to the tough, competitiye world of off-road 
ifour^wheeKn'. No track is too curving; bumpy, or 
muddy tojrigbten away drivers willing to risk life 
and Mmb f or a handful of prize money and a/cjhance 
to race one more time. 

That's whatthe SNES Super Off Road is really 
all about: staying in competition so you get a chance 
to race on-the next track. The game itself never ends, 
it just goes on and on until you (and whomever 
you're playing'with) decide to stop. 

Fortunately, the game has enough variety to 
keep you intei^ted for quite a while—there's a total 


Lundrigan 

• of 64 variations on 16 different tracks. The computer- 
controlled drivers areextremely aggressive, but after 
a few times around the circuit, you'll start to know on 
. jyhich tracks you can earn the checkered flag, or at 
what point in a race it becomes obvious the best you 
m do is place second. 

But whether you play against someone else 
(recommended for maximum enjoyment) or the 
’ computer, you're in for a tense, nitro-charged expe¬ 
rience, highlighted by one of the heaviest soundtracks 
yet on a home-gaming system — you have to hear 
' ■ 1 one in stereo to appreciate it. 





You start with a truck and 
$100,000. Save most of 
your money for a few 
nitros, but buy shock 
absorbers right away — 
they keep you on the 
road and give you a 
siight edge over the 


Second place isn’t bad — it’s not great, but it’s not bad. If you’re 
playing against the computer, concentrate on consistently placing 
second or first. Otherwise, you won’t have enough money to 
upgrade your truck after every race. 


BIG DUKES: The pit in 
the center of the 
track gives new 
meaning to the 
word hazard. Avoid 
it by driving along 
the banks — and 
watch out for cross 
traffic. 


You can’t afford to get behind in 
a two-player game because 
smaller prizes aren’t sufficient to 
buy upgrades. If you’re consis¬ 
tently placing third, think in the 
■ ng term and upgrade every 
her race. 


A fourth place finish means 
you’re out of the race. If you 
decide to continue, you must 
drop two levels in every upgrade 
category — making a come¬ 
back a real challenge. 
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Smash! Crack! Powl Whap! H 

Crunch! Uugghhhl Take that you ^ 

feeble grunts! Who are you? Are ■ 
you one of Belzed’s punks? Well then,;trow 
would you like to ioin my t^f-against that 
evil sorcerer and help meirescue Princess 
Silphee? You look like a brave dude. But, 
can you get ‘rad'? If not, Befzed will make 
you his personal dart board. 


to battle this brute. The quicker' 
the better. Capture special items 
your magical capabilibps too. Me 
youjBut^mfSpme tight situations, 
^^nisfeke though, superior agility e 
'haijfl>tO-hajid 

comtJat are your- 11 ^ rp : 


weapons. Welhwl 
school is in session 
kid. Start learning th 
cracking, crunching. 


radical moves of an acpomplished 
Kickmaster, like myseff. -Knee drops, 
roundhouse kicks, double butterfly kicks and 
the lethal blazing flip kick, will be necessary. 


TAITO 


THE ONLY GAME IN TOWN. 





REDOUBT ABOUT: This is a reia- 
tively easy track to win. Stick to 
the inside on the ieft cun/e, and 
take the beeiine path straight 
over the humps when moving 
down the right. 


HURRICANE GULCH: It you don’t 
use a nitro right out of the starting 
gate, you’re going to get 
squeezed out in the narrow 
section in the middie of the track. 
The shortcut along the left side 
works only if your tires are good 
enough to handle the tight turn. 


CLIFF HANGER: This track re¬ 
quires pure driving skill. Com¬ 
puter-controlled cars can’t 
handle the turns, making it easy 
to pull ahead on the inside. Just 
don’t make too tight a turn and 
circle a barrel. 


VOLCANO VALLEY: The only real 
sticking point on this track is that 
notch to the right of the first water 
hazard — take the turn too 
sharply, and you’ll get hung up 
in there but good. 


BLASTER: This is one of the most challenging races 
one bad bump can put you completely off the track! 
Watch every turn, and be especially wary of cars 
coming from the other direction when you approach 
the intersection. Your opponents have a habit of 
getting in the way. 


CUTOFF PASS: When driven 
clockwise as shown, this track is 
easy, and the cutoff makes a 
great shortcut. Counter-clock¬ 
wise, the final curve becomes a 
nightmare, and it’s easy to turn 
into the cutoff and go the wrong 


5ugh. 

during the flat stretches around 
a turn, but if you can pull ahead, 
it’s a good track for grabbing up 
any bonus items that appear. 
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doom 


Pproject 


THIS GAME IS LICENSED 

BY NINTENDO’^ 


Vice officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird 
bodies are turning up dead, top secret weaponry is missing, and organized crime is 
at an all time high. But Hart’s up against something more than the Mob, street gangs, | 
or even hostile terrorists. 

A new force has risen and Hart finds himself plunged into a conspiracy of terror!! 



American Sammy Corporation 

2421 205th St., Suite D-104, Torrance, CA 90501 
PHONE: (213) 320-7167 • GAME T!PS: (213) 320-7362 


SAMMY™, VICE: THE PROJECT DOOM™ 
are trademarks of American Sammy Corporation. 
Nintendo and Nintendo Entertainment Systems® are 
registered trademards of Nintendo of America, Inc. 
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Your adventure begins in the viiiage of Atiand as your 
ancient mentor, Mathius, sends you into the world to 
find the source of the water’s corruption. 


If Cave isn’t particu- 

larly dangerous, but you 
aren’t very powerful yet. 
Gray wolves are numerous, 
but as you move deeper into the cave, watch 
out for the Bone Warriors — they can inflict more 
damage than the wolves. 


I Things heat up quickly when demons cause a mine 
i disaster north of fown. Several people are hurt, and one 
I small boy, Giles, is trapped inside. Since you’re the only 
I hero in town, it’s up to you to rescue him. Buy weapons 
I and armor in Atiand before entering the cave. 


Once you’ve found Giles, you 
must lead him home. He can’t 
be hurt, but he can get stuck 
trying to follow you around 
corners. Move slowly and 
make sure he’s always with 


You can’t return to Atiand j 

once you’ve left, so head! 
due north to the elf village f 
ofVoloh._ I 


Lagoon is ohcyjf spiral new'Super 
Ninlendorole-pla)dtJggames(RPGs) 
to take advantage of that machine's 
advanced graphics arid memory. It's 
set in Laketand> an enchanted do¬ 
main where peace has reigtied since 
the gods balanced the forces of Dark 
and Light. ’ 1 

But an e\Hl sprcerOr nataied.Zerah 
wants to return Lakeland to chaos.He 


l^asir, the champion of Light, 
you must travel’through Lakxland, 
seeking ever more powerful weap¬ 
ons to use against Zerah. Only if he is 
defeated ean Dark and’ Ligh# he re¬ 
stored to harmony. ^ ' 

Lagoon is neither tfie biggest nor 
the most challenging RPG, but it's an 
enjoyable game,. Cifte, colorful 
graphics'should make it espeiially 


ra Lsed 
ChQMpIon 


































Wraiths await i 
deeper inside the i 
castie. They’re j 
extremeiy dan-! 
gerous and have i 
the power to| 
shoot firebaiis in i 
three directions. I 
Quickiy burn i 
them with magic. ^ 


You meet a mysterious 
stranger in Voioh — an¬ 
other young warrior 
named Thor. He offers to 
heip you find the three 
tabiets that aiiow you to 
enter Phillips castle. What 
o guy! 


There are knights and big war-1 
riors inside Phiiiips Castie. The l 
warriorsiook impressive, butthey i 
go down in fiames with just three ! 
shots from your fireball spell. The { 
smaller knights are immune to | 
speiis, but nevertheiess easy to 


{ The missing eivesareiocked away 
I in the castie prison on the second 
fioor. They use the movabie 
mantie to escape, then give you 
I the key to the castie’s top fioor. 


Be especiaiiy wary of enemies on 
thetopfioor. Ghouisare very tough 
and can do a iot of damage. 
Fioating biobs can surround 
themseives with eiectric fieids, 
making them invuinerabie. 


Defeating Nateia ^ 
opensthedoortothe " '* 
dwarf viiiage of v _ _ - - -T 

Danegei. The mayor 

gives you some advice and teiis you about ^ 
the Moon Stone. You aiso meet Thor again. If 
you help him find his pendant, he gives you 
the means to enter the Dwarf Cave. 


potion or eiixir ready. Ifyou 
.can’t beat him, go kiii more 
^[monsters to buiid experi- 


The Dwarf 
Cave, fiiied 

with iava men and fire hounds, is the 
most lethal place you’ve yet visited. 
The enemies are immune to fire spells 
and are difficult to kill. Save your 
game after every bottle, and wait until 
you’ve healed before continuing. 


The Moon Stone is inside the Silence Cave, which is along the east wall 
of the third level. Look in the northwest corner of the cave for a lava 
bridge and two chests. One chest contains the Wind Crystal, which, 
when used with the Wind Cutter spell, can inflict serious damage to the 
lava men. Ignore the bridge for now and go back to Danegei. 














You get your first glimpse of Princess H | 

Felicia — and Ella, the witch — across j 
!*>'^l°'^°^»gg^:BesuretotollowthemJ 

attack you. Eardon is very tough 

■ to beat — don’t tangle with him 

pHBl- unless you’re at the 17th or 18th 

U level. Use the Protection Ring, but 

don’t equip it until you’re inside. 
Il BI * Irriff IMK Run up to him and wait for his 

■ ’ IB vulnerable spot) to pop 

pBbBBB@v^ 4 KS out. Don’t get too close! 

^iththeex- ^ Hi 

iceptionof ^ iBj 

I the smaller 

■ knights who 


Mathius is back in Danegei with 
news and advice. You also re¬ 
ceive the Freezing Potion as a gift 
from one of the villagers. Use the 
potion to open the lava bridge 
and continue your quest. 


fected by spells, the castle’s first 
floor poses few dangers. On the 
second floor, where the Mint is 
found, watch out for the Minions 
of Kali. They’re fast, hard to hit, 
and deadly. Blast ’em with 


HHM When she’s 

•!¥« beaten, Duma 

■ gives you the 

I Siegfried Key, 

letting you into 
HBHIH thecastle’stop 
floor. The Cy¬ 
clops there shoot eye-beams 
that do a lot of damage. 
Travel slowly and keep your 
distance. 


rfhor and Zerah are waiting 
for you when you exit thej 
I castle, and they’ve already ] 
I used magic to send Lakeland I 

B l Castle into the ! 

air. Use the! 
Teleport Circle 
to follow them. ; 


You should be at about the 
22nd level when you face 
Duma on your return to the 
castle. Wait until her hands 
begin moving down, then 
get the Force Ring right in 
her face. Don’t stop swing-1 
ingl j 


The circle takes you to the H 
gnome village of Lilaty. H 
North of the village is the Hj 
Ice Cave, but you need the “ 
Fur Mantle before you go inside. 


The Ice Cave isn’t very 
large, and the enemies 
aren’t very fierce. Watch 






























: the Adv 
Hood it 


in t^^Btasy roleypkymg 
- in a game that 

Idjpfon of the block- 
■IR& your very own NES™J 
3and of merry men through 
IS mission after another as 
r the evil Sheriff of ; 
rough the ancient castles and 
■rests of medieval Britain. 



To kill Thimale, you must first destroy each ot the six sentry crystals. 
Get as close as you can, wait tor a break in the ice bullets, then 
quickly move in and swing. Once the crystals are destroyed, 
Thimale becomes vulnerable — but he also begins shooting In all 
directions. Get in his path and hit him as fast as you can. 


Ella is hidden in a hole near 
the top of the mountain. Equip 
either the Protective Ring or 
the Force Ring, dodge her 
fireballs, and wait for her to 
get close enough to hit. You 
should avoid using the Life 
Ball. Once she’s dead, a new 
stairway appears. 


When Thimale Is defeated, 
summon the residents ot the 
Nymph's Cave. They’ll transport 
you from the cave. 


Thimale Is a huge and powerful boss, 
and you must be at the 25th level 
before taking him on. Equip the De¬ 
fensive Ring once the battle begins 
to protect you trom injury it you bump 
into the sentry crystals. Watch your 
magic points — have the Bright Stone 
ready if you run out. 


Zerah waits at the top of the 
mountain. He’d probably kill 
you, but Mathlus Intervenes at 
the last moment and saves your 
life — at the cost ot his own. With 
his dying breath, Mathlus tells 
you the truth about 
who you are, then 
sends you to Lakeland 
Castle. Felicia Is still a 
prisoner inside, and 
Zerah still lives, his dark 
plans nearly com- 
plete. Are you ready 
■■■■ tor the final battle? 


Halt... ZERflH! 
I'U defeat yc 


14 years ago, I heard an 
oracle luhlch told me to 
come to Phantom Hill. 


































THE Triton Pad 

THERE IF NO COMPETITION 



Jritor 


The Triton Pad™ sends Nintendo® nuclear and Sega® 
supersonic. You hold the ultimate power with this high- 
tech controller that allows you to customize combina¬ 
tions of moves, then release a blitzkrieg of force with 
a single touch of a button. 


Features 

Triton Pad 

Others 

Program Feature 

YES 

NO 

(up to nine moves m one stroke) 


Repeat Feature 

YES 

NO 

Shrink Feature 

YES 

NO 

Hold Feature 

YES 

NO 

Rapid Fire Feature YES 

YES/NO 


“A great idea! A clever, very innovative controller!” 

“Game Player’s Magazine" 

“It’s a great controller. And, it delivers the action; 
it’s very responsive.” 

“Editor “ ” Video Games and Computer Entertainment” 


■ Repeat Feature: Continuously repeat your pro¬ 
grammed maneuvers with a touch of a button. 

■ Shrink Feature: Replay programmed maneu¬ 
vers at Program, Turbo, or Super Turbo speeds. 

■ Hold Feature: Play your moves while the 
Triton Pad repeats programmed maneuvers. 

■ Rapid Fire Feature: Total freedom to select 
your Rapid Fire moves. 


“You have to see this to believe it!” 

“GamePro Magazine" 
“The slogan for TViton’s TRI-1000 is “The Controller 
that thinks”, and you’ll believe it does.” 

“Game Player's Nintendo Guide" 


TRITON 


Triton Toys, Inc. • P.O. Box 41157 • San Jose, CA. 95160 • 800-354-TOYS 






CHIPS&BITS •TURBOGRAFX16 


GAME GEAR 

Game Gear $149 

TV Tuner $99 

AC Adapter $15 

Gear to Gear Cable $15 
Battery Pack $42 

Car Adapter $22 

Carrying Case $15 

Deluxe Carry Case $19 
Gear to Gear Cable $15 
Batter Up $29 

Berlin Wall $29 

Chessmaster $29 

Clutch Hitter $34 

Devilish $29 

Doald Duck $34 

Dragon Crystal $29 

Eternal Legend $34 

G-LOC $29 

Golden Axe $39 


Decapattack 
Dick Tracy 
El Viento 
E-SWAT 

Fatal Rewind 
Final Zone 
Flioky 

Gain Ground 
Ghostbusters 
Ghouls 'N Ghosts 
Golden Axe 1 



Psychic 
Putt & Putter $29 
Rastan $34 

Revenge Drancon $29 
Shinobi $34 

Slider $29 

Solitaire Poker $29 
Sonic Hedgehog $34 
Space Harrier $29 
Super Golf 
Super Monaco GP $29 
Woody Pop 

GENESIS 

ADVENTURE 

Adventur Syd Vallis 
Alex Kidd Castle 
Alien Storm 


$45 

Killing Game Show $42 
Marvel Land $50 
MERCS $49 

Mickey Mouse $42 
Midnight Resistance$45 
Mystic Defender 

Onslaught 
Qcksht Donid Duck 
Rambo 3 
Rastan Saga 2 
Rent a Hero 

Revenge of Shinobi $52 
Rolling Thunder 2 $50 
Saint Sword $43 

Shadow of Beast 
Shadow Blasters $39 
Shadow Dancer 

Hedgehog $45 
Spiderman 
Stormlord 
Strider 
Supr Fantasy Zone $42 
Swamp Thing 
Sword of Sedan 
Target Earth 


GENESIS GENESIS 

ROLE PLAYING STRATEGY 

2 Arcus Odyessy $56 Art Alive 

16 Battlemaster $43 Berlin Wall 

■2 Buck Rogers 1 $59 Blockout 

14 Conan $59 Breach 2 

i6 Corporation $49 CenturioniD Rome 

■2 Faery Tale Adventur$42 Columns 

■2 Fatal Labyrinth $29 Herzog Zwei 

2 Immortal $52 Ishido 

19 King's Bounty $36 Junction 

9 Master of Monsters $42 Klax 

2 Might & Magic 2 $59 Lemmings 

2 M&M2HintBook $10 Marble Madness 

8 Phantasy Star 2 $59 Ms Pac Man 

i2 Phantasy Star 3 $59 Paomania 

9 PStar 3 Hint Book $14 Populous 
16 Rings of Power $55 Rampart 
2 Shining Darkness $59 Shove It 

*. Star Control 

Trampoli 


GENESIS GENESIS 

SHOOTERS KICK & PUNCH 

$36 Space Invaders $38 Beast Wrestler $5 

$39 Supr Thunder Blade $37 DJ Boy $3 

$26 Tsk Fore Harrier Ex $45 Fighting Master $4 
$59 Troubleshooter $39 Growl $4 


Starflight 1 
Starflight 2 
Star Oyssey 
Super Hydiide $47 Warrior of F 

Sword of Vermillion $59 Warrior of F 
Vasum (was Dando)$56 Warsong 
Y's 3 $59 Zoom 







i: 



1 PHANTASY STAR3$59| 

J" 

1 

% 

Phantasy Star ||| 

VW'~ 


Thunder Force 2 $37 

Thunder Force 3 $29 

Truxton $37 

Twin Cobra $38 

Undeadline $42 

Vapor Trail $56 

Whip Rush $19 

Wings of Wor $46 


Guardian Angels $46 

Heavy Nova $50 

Kageki $42 

i8 Last Battle $37 

2 Moonwalker $42 

i6 Pit Fighter $49 

9 Slaughter Sport $50 

6 

MASTER SYSTEM 

Ghouls'N Ghosts $19 

Global Defense $29 

9 Golden A> 

9 Golden A> 


SPORTS 

Arnold Palmer Golf $39 
Budokan $42 

Buster Dglas Boxng $42 
California Games $42 
Cyberball $42 

Earl Weaver Basebll$49 
$49 



F22 Interceptor $42 

Hard Driving $47 

Outrun $42 

Paperboy $42 

Quad Challenge $45 

Road Rash $42 

Super Hang On $37 

Super Monaco GP $42 

Test Drive 2 $59 


GENESIS 
SHOOTERS 

Arrow Flash 
Awesome 
Battle Squadron 
Bomber Raid $42 Control Pad 
Burning Force 
Caliber 50 
Crossfire 
Crystal Qi 


John Madden Ftball 3 


9 Death Duel 
4 Dynamite Duke 
2 Elemental Master 


Alisia Dragoon $56 Techno Cop 
Atomic Robo Kid $29 Terminator 
Back to the Future 3$42 Terminator 2 
Batman $42 Thunderfox 

Bean Ball Benny $42 ToeJam & Earl 
Bimini Run $42 Turrioan 

Bonanza Brothers $38 Vallis 3 
Chuck Rook $49 Wardner 


M Lemieux Hockey 
Mike Ditka Football $46 
NHL Hockey $46 
Pat Riley Basketball $34 
PGA Tour Golf $49 
7 Powerball $45 

9 RBI 3 
19 Sega Baseball 2 $56 

■3 Speedball 2 $43 

9 Super Volleyball $35 
3 Soccer $35 

i6 T Lasorda Basebll $52 
2 Zany Golf $24 


Action Fighter $29 
Aerial Assault $19 
After Burner $29 

Alex Kidd High Tech $29 
Alexx Kidd Shinobi $29 
Altered Beast $29 
Astro Warrior $29 
Buster Dglas Boxing$29 
California Games $29 
Casino Games $29 
Chopliffer 


at Golf $29 

Joe Montana Ftball $24 
King's Quest 1 $39 

Lord of the Swrod $29 
M Lemieux Hookey $34 
Mickey Mouse ECstl$24 
Monopoly $29 

Moonwalker $24 

Paper Boy $29 

Parlour Games $29 
Pat Riley Basketball$29 
Penguin Island $29 
Phantasy Star $39 

Psycho Fox $24 

Quackshot Don Dck$24 
Rastan $29 

R Jackson Basebll $29 
Shadow Dancer $29 



iO ESWAT 

■2 F16 Fghtng Falcon 
■3 Fantasy Zone 



Streets of Rage 
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You can move your 
i spaceship anywhere on 
^ the screen, but this 
^ center position is 
usually the best place 
to be. Here you can see 
the asteroids approach- 
^ ing from all directions, 
^ and you have more 


^ When you shoot a large 
^ asteroid, it breaks into 
smaller pieces which must 
be destroyed one by one. 
Don’t start off by blasting 
. all the big boulders, or the 
P screen will soon be filled 
^ with small — but 

^ deadly — pebbles. 


shooting shortly 
^ before they appear, 
you can score a few 
early hits. 


It's raining rocks! Well, not 
exactly. It doesn't really rain 
in outer space. But your 
spaceship has wandered into 
an asteroid storm that makes 
a killer hurricane seem like a 
spring shower. Even the 
smallest rock can turn your ship into 
scrap metal. 

Luckily, your ship is highly ma¬ 
neuverable and armed with a photon 
cannon. You can rotate and move in 
any direction to dodge oncoming 
asteroids, or blast any boulders that 
get in your way. When all else fails, 
hit the panic button to flip into hy¬ 
perspace, relocating your ship at a 
random spot in the asteroid field. 
You might reappear directly in the 
path of another asteroid, however, so 
save the hyperspace button for real 
emergencies. 

Asteroids is a classic arcade game 
from the 1970s, and this new Game 
Boy version is very close to the 
original. Although it's as fun as ever, 
the graphics and game play are quite 
primitive by today's standards. And 
frankly, it's not well suited to the 
Game Boy because the smallest as¬ 
teroids are difficult to see on the LCD 
screen. But if you're too young to 
remember the original Asteroids, 
your eyes are probably strong enough 
to stand the strain. 



On the two 
highest difficulty o 
levels, you must m 
■ io watch out for.g 
enemy saucers 
(lower right). | 
Unlike asteroids, 
the saucers shoot 
back! If you stand still too long, the 
saucers lock onto your position. 


menu lets you ^ 

choose from PLflyER 

three difficulty COnPETITION PLfty 
Itnn PLHX 


competition and team play, you need 
two copies of Asteroids and a pair of 
Game Boys connected with a Game 
Link video cable. 


If you’re good 
enough,you 
can add your 
name to the 
scoreboard of 


..37080 

ELLIOT...3SOOO 
..30000 
..ZSOOO 
..Z1900 
..20000 
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whoa, Thrilla Gorilla! Bog your boards for the roddest surf and skate action ever! 

The evil Wozulo has token your babe to Africa. Skip the curbs and quarter-pipes; gnarly jungles and bakin' deserts ar 
hallenge...ever aerial over a crocodile? Killer volcanoes and mammoth waterfalls mean surfin' more hardcore than Maui! 

The excitement rips, but Wazula's two-headed flying Rhino and a way-tough 
ava Monster demand serious shreddin'l So carve, slash, and trash Wazula with (Nintendo) 

..before he makes a monkey out of you! 







NES 



plugging up 


a scrolling shooter. Captain Planet 
and the Planeteers isn't much to brag | 
about. The interior scenes are the S 
most interesting, and they also fea- 
ture the best graphics. J 


Captain Planet 
and the Planeteers 

Tom R. Half hill 

Couch potatoes already know about 
Captain Planet and the Planeteers 
from the group's cartoon series. The 
Planeteers are five heroes whose 
mission is to stop polluters and 
poachers. If they combine their 
strength, the Planeteers can summon 
Captain Planet, a superhero who's 
even more powerful. 

In this game, you face such _ 

enemies as Hoggish Greedly, a 
corrupt oil baron; Looten Plun¬ 
der, an elephant poacher; Sly 
Sludge, a trucker dumping toxic 
waste; and Duke Nukem, an in¬ 
dustrialist destroying the ozone 

^ To defeat the first boss, transform yourself 

Each of the game's five jpto a whirlwind so you can evade the grappling 
stages is divided into hooks, then change back into Captain Planet 
two parts. First, you pi- gnd punch out the window of the control room. 
lotoneofthePlaneteer's Hoggish Greedly will surrender! 
vehicles (the Geo- 
Cruiser, Eco-Copter, or 
Eco-Sub) in a side-scrolling 
shooter sequence. Then after 
you've defeated a boss, you 
enter a factory or lab as Captain 
Planet. To get past difficult 
hazards. Captain Planet can 

transform himself into an ele- In stage 2-1, you fly the Eco-Copter to stop 
ment of nature, such as fire, polluters from dumping waste in Yellowstone 
water, or wind. National Park. If you don’t beat this chemical 

It's a good thing the game truck to a bridge. It pours sludge into a river 
offers some variety because as and turns everything gross green! 


This huge gun 
platform guards the 
end of stage 1-1. 
Blast the gun 
turrets, then make a 
couple of U-turns 
and land your Geo- 
on the landing pad. 


age 1-2, 
n Planet 

enters 

fac-tory. Avoid 
the deadly 
> green slime 
and floating 


64 











The Greatest NES Adventure Continues... 


WIZARDS&WARRIORSni 


Kuros: Visions of Power 








Daydreamin' Davey 

If you don’t 
have a gift to 

nffan ^ko ^ • 'slv' 


Patrick Baggatta 


Lumper, the Dark Knight, is 
waiting for you in the Medieval 
world. With some skillful 
sword play on your part, 
he’s soon at your mercy. 


When you’re ready to 
clean up the Old 
West, go to the 
Western Union office 
for instructions. 


re you ever wanted to step into 
•e adventurous time in history 
— a time of heroes? Well, in 
Daydreamin' Davey, you finally get 
your chance. After a confrontation 
with the class bully, Davey's imagi¬ 
nation turns the creep into the Dark 
Knight. As Davey, you must defeat 
the Dark Knight, as well as complete 
other mythical medievil tasks such 
as pulling the sword from the stone. 

Once the bully has been dis¬ 
patched, your crabby old teacher says 
"Let's get ready to draw." Guess 
where Davey's imagination takes him 
next? Natu- 


the Angus gang. 

In ancient Greece, you're forced 
into battle with snake-haired Me¬ 
dusa and one-eyed Cyclops. You also 


offer the | 
ferryman, he j 
won’t take 

you across the river of Hades. 

In Cloud 
World, use 
your shield to 
defeat the 
guards, then 
take the magic 
shoes from them and cross over the 
gaps in the ground. 

find a Golden Knight, who gives you 
a powerful shield. But watch out — 
that knight's not very generous if 
he's attacked. 

The problem with Daydreamin' 
Davey is that you keep returning to 
these same three locations instead of 
expanding your travels to such des¬ 
tinations as Sherwood Forest or an¬ 
cient China. The game also drags on 
so long that what at first seems to be 
an original concept turns tiresome. 
However, Daydreamin' Davey has a 
touch of strategy to spice up the ac¬ 
tion, and young kids — the target 
audience—should find it enjoyable. 


The Cyclops in ancient; Greece 
swings a mean club — but 
you’ve got speed and skill on 
your side. 












INCREDIBLE VALUE! 
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TERRIFIC 
GAMES 
FOR THE 
PRICE OF 
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Ghoul S^ool 


Patrick Baggatta 

The nightmare begins the day be¬ 
fore Halloween when our hero. 

Spike, accidentally infests his high 
school with the walking dead. And if 
that wasn't bad enough. Spike's main 
squeeze, Samantha, has been taken Withou 
against her will to the zombies'Ghoul 
School. After witnessing several just have to 
failed attempts to thwart the ghostly wonder what's 
inf estation. Spike decides that it's up 
to him to get rid of the ghouls and 
save Samantha. 

Unfortunately, sheer determina¬ 
tion isn't enough to defeat these crea¬ 
tures. You, as Spike, must hunt for 
the weapons the earlier ghoul-fight¬ 
ers dropped as they were overpow¬ 
ered by the undead. But to find the 
weapons, you must do a 
lot of tedious exploring 
through different wings 
of the school. 

Some items are easy 
to find, while others are 
fiendishly hidden. How¬ 
ever, it sometimes seems 
as if the items you spend 
the most time hunting 

turn out to be of little use in 
your battle against the ghouls. 

You must also be prepared to 
map the school — if you don't 
know the layout of the build¬ 
ing, you won't get far. 



The Deweytron is 
pretty specialized — 
it allows you to keep 




This gun, the Deweytron, 
isn’t the most powerful, 
but it /sre 
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Virgin Games. Inc. 18061 Fitch Ave. .Irvine, CA 92714 TEL: 1(800) VRG-IN07 
For pricing and orders caii 1(800) VRG-1N07. Visa, Mastercard, Am. Express, and checks accepted. 
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You can make each 
game more challenging 
by customizing every- 
‘1-:—•'— the weather 
o the green. 


Mince Matthews 


To put topspin on 
the ball and keep 
it low, hit the ball 
near the top. This 
is a good skill to 
master — 
especially when 
you’re trying to 
keep a ball out of 
the wind. 


\/\/hen you feel like playing a 
round or two of Nintendo golf, it's 
important that the videogame ex¬ 
perience be as close to the real 
game as possible. But Golf Power, 
endorsed by golfing great Greg 
Norman, is a far cry from an af¬ 
ternoon on the links. 

This Virgin Games simulation 
has an interface clumsier than 
most sports games. There's no on¬ 
screen feedback telling you how 
many yards your ball traveled, and 
aiming is a guessing game. In 
addition, the graphics are a 
throwback to early Nintendo 
games. Course layouts are so 
blocky that it's sometimes hard to 
tell just where the obstacles are. 

Golf Pow¬ 
er's saving 
grace is its 
course-creation 
mode, which 
lets you design 
holes from 
scratch. But 
eveii this in- 

doesn't make up for the game's 
faults. 


bunker, you can 
sometimes get a 
better drive with a 
pitching wedge instead 
of a sand wedge. 












REAL TEAMS....REAL PLAYERS....REAL FOOTBALL! 


TECMO SUPER BOWL HAS 28 NFL TEAMS AND OVER 800 REAL PLAYERS 


Available Now! 


PLEASE RUSH ME THE SPECIAL ADVANCE SPECIFICATIONS ON TECMO SUPER BOWL 
AND A LIST OF STORES WHERE I CAN GET TECMO SUPER BOWL. 

NAME: _ Send To: TECMO INC. 

ADDRESS: 

18005 S. Adria Maru Lane 

CIJY_STATE-ZIP- Carson, CA 90746 

AGE 





















































































This is your view of the 
game throughout play — 
an overhead view of the 
at the left, with a 
closer overhead of your 
3all on the right. You set 
your swing with the 
swing meter, which is 
easy to understand and 
control. 


At any time, 
you can 
access this 
three-dimen¬ 
sional view of 
the course. 
It's very helpful in 
planning your next 
shot — especially 
when you’re putting. 


in One Golf is a solid, 
enjoyable addition to the growing 
lineup of SNES sports games. 
Whether you wish to play a leisurely 
18 holes alone, compete against 
friends, or challenge the 60 pros in a 
tournament. Hole in One delivers 
great golf action. 

To play successfully, you must 
consider all the factors—wind speed 
e, lie, and terrain 
you would in real life. In this 
respect. Hole in One does a good job 
of conveying the subtleties of golf 
without becoming bogged down in 
details. All the variables are easy to 
understand, and, with a bit of prac¬ 
tice, you'll quickly adjust your game 
to any circumstance. 

The game is full of extras — fly¬ 
by previews of each hole, beautiful 
closeups of your ball as it nears the 
cup, and a Memory Play option which 
allows you to replay any 
holes-in-one, eagles (two 
under par), or albatrosses 
(three under par) you score 
on a hole. But the most 
helpful extra is the 3-D model 
you can access on every hole. 

The model, which shows the rise and 
fall of the landscape, really comes in 
handy when you're on the greens. 

However, although it does a lot 
of things right. Hole in One isn't 
perfect. For one thing, the overhead 
view of the action is pretty lifeless. 
You see only your ball, never your 
character or your opponent. You 


OP 

When your putt nears 
the cup, this dramatic 
close-up shows the 


s 

For even more help, you can choose 
to overlay this grid on the 3-D view. 


never actually see anyone golfing, a 
touch that would have gone a long 
way toward lending the game some 
realism. Another drawback — you 
can play only one course. And be¬ 
cause the overhead view makes every 
hole look essentially the same, that 
one course can grow tiresome pretty 
quickly. 

Still, the strengths ol Hole in One 
outweigh its weaknesses. The game 
is very accessible — and plenty of 













IT'S ULTIMATE BASKETBALL! 





Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL'" 
captures all the thrills and intensity 
of a real full-court basketball game. 

You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the Zoom into the action 

slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 
to drag, you can substitute 
some fresh blood. 

It's all jam packed into 
one NES cartridge, 

pro-basketball Be a part of the action-not See your shots-up close 

at your fingertips! just a spectator and personal 




American Sammy Corporation 

2421 205th St., Suite D-104, Torrance, CA90501 
PHONE: (213) 320-7167 • GAME TIPS: (213) 320-7362 


ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, inc. 









GAME BOY 


Kku< 


William fl. Tpotter 


\/\/henKlax first appeared, in full- 
sized versions for the NES and Sega 
Genesis, it was well received by crit¬ 
ics and players alike. It had the same 
basic appeal as that all-time classic 
—. Tetris: It was a 
I fast, simple 
I game that was 
easy to learn 
and addictive 
to play. 

Those ver- 
of Klax 



The fancier the 
klax, the more 
points it's worth. 


plied it at an angle. Instead of arrang¬ 
ing two-dimensional shapes that fall 
into a pit, you must arrange little tiles 
which tumble end over end down 
different lanes of an inclined ramp. 
When you arrange three or more tiles 
of the same color (vertically, hori¬ 
zontally, or diagonally), you've cre¬ 
ated a "klax," which falls off the 
screen. The tiles fall in "waves"; you 
advance each time you clear a wave. 
Naturally, the fancier the arrange¬ 
ment, the more points you rack up. 
And as each new wave begins, the 
colored tiles fall a little faster. 

That's right, colored tiles. And 
that's the flaw that keeps the Game 
Boy version of Klax from being as 



You earn more points for diagonal 
matches than you do for vertical or 
horizontal klaxes. 


successful as the hand-held Tetris. 
Without color, the only way to dis¬ 
tinguish one tile from another is with 
shading and line markings. But since 
the tiles are very small, the differences 
in shading and marking are nearly 
microscopic — even with a screen 
magnifier. The result provides more 
eyestrain than game-playing enjoy- 

Klax is still a great puzzle game; 
unfortunately, it's just one that 
doesn't translate well to the Game 
Boy format. 
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castle: the 
closer your 
fortress is 

ie water, the less time it 
!S for your cannonballs to hit 
the enemy — and vice versa. 



j You can opt 
i for inde- 
i structible 
1 cannons, or 
I choose how 
i many hits it 
i takes to 
knock artillery out of commis- 
1. Once a cannon is 
^ destroyed, you can't put 
Si anything there — not 
even a new cannon. 



fhirnpMH 

Stephen Poole 

he most addictive andchallenging 
games are usually based on a simple 
idea, and Rampart is no exception. In 
this new NES game from Jaleco, 
you're given a castle to defend against 
a fleet of warships or a neighboring 
castle. Learning the rules doesn't take 
long, but once you begin playing, 
you'll find there's a lot more to this 
game than meets the eye. 

Rampart is played in a sequence 
n of turns. First, choose 
a spot to build your 
castle, then place 
s inside its 
I walls. In the battle 
sequence you use a 
)vable gunsight to 
‘ determine your tar¬ 
get, then you and your opponent blast 
away at each other. After that, it's 
time to repair any damage you've 
sustained, as well as expand your 
walls to include more castles — 
making room for more cannons. 

In the one-player mode, the com¬ 
puter controls a naval armada: gun- 



ships pound you with cannon fire, 
troop ships deposit invading armies, 
and flagships fire cannonballs that 
leave craters on which you can't build. 
Any troop ships left after the battle 
sequence send armies ashore that can 
hamper your construction and de¬ 
stroy undefended castles. 

Each player defends a castle in 
the two-player mode. There's a lot of 
strategy involved in deciding where 
to place cannons and where to attack 
the enemy. The rebuilding sequence 
in both modes is much like Tetris — 
the wall segments come in various 
shapes, and you rotate the pieces to 
make them fit properly. It's almost a 
game in itself. 

It's true that there are games with 
better graphics and sound than 
Rampart. But Rampart's blend of 
strategy and action makes it the kind 
of game you can play repeatedly and 
still be ready for more. No doubt 
about it — Rampart is a real blast. 



If you're unlucky enough 
to lose, you’d better 
hope your opponent isn’t 
the kind to hold a 
grudge! 


Be sure to rebuild the walls around at least 
one castle after each battle, or all your 
cannons and buildings are wiped away. Then 
you must start over with only a single castle 
and three cannons. 
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fek 


ent obstacles: asteroids, space 
^ amoebas, Klingons, and — way on 
^the other side of the screen — the 
planet you need to search. 




Loosely based on an episode the 
original TV show. Ultra's Game Boy 
version of Star Trek sends the crew 
of the Enterprise on a mission to 
recover the Proto-Matter Fusion 
Disrupter. The disrupter is the only 
weapon capable of destroying the 
Doomsday Machine, a huge planet¬ 
killing behemoth that's headed 
straight for the center of Federation 

In each stage of this game, the 
Enterprise crew must search a 
different planet for weapon parts. 
There are three separate planets 
to search, and each one has its 
own set of dangers to surmount. 
These sections arc fairly chal¬ 
lenging and filled with a lot of 


The asteroids and space amoe- flavor, although they 

bas in the first stage or so aren t. 

too difficult to handle. Even 


Enter a section 
with Klingons or 
Romulans, 
however, and 
the game’s over 
quick-er than you 




w ■7 

fit 





be a little dull. Most of your time is 
, , spent wandering around, checking 

Thohans, who dont actually shoot tricorder for signs of a nearby 
can be maneuvered receiving messages from 

around for a while, gp^,^,^ McCoy, and defending 
yourself against 


native life forms. 


While searching, Spock and McCoy 
keep in touch. When your communi¬ 
cator beeps, you’d better answer — 
the information could be vital. 

Getting to the planets, how¬ 
ever, means flying the Enterprise 
through asteroid fields, encounter¬ 
ing Klingons, space amoebas, and 
the like. During these encounters 
you switch to a side-scrolling ac¬ 
tion stage, and here's where the 
trouble begins. These stages are 
pointlessly difficult — especially 
when you consider they take place 
on a playing field the size of a Game 
Boy screen. 

The game gives you passwords 
once you've completed a stage, so 
you can try again as many times as 
you care to, but it takes/oreuer. Had 
the space flight sections been easier, 
the Game Boy version would have 
been short but mildly entertaining. 
As it is, though. Star Trek is just too 
frustrating. 


as the Enterprise crew 
beams down to search for the scat¬ 
tered pieces of the Fusion Disrupter. 
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NEW AND USED VIDEO GAME EXPRESS 

WE BUY TRADE AND SELL 

M EW & USE O_^^ 

TRULY LOWTRULY USED 
PRiCES I NINTENDO ONLY { pRjcES 
For a Catalog & Ordering Inlormation, Send $2. to; 
New & Used, PO Box 832, New Haven. CT.06504 


Don't throw away your 8 bit game system ^ 

You've invested $ 100's in cartridges! • 

Doni waste money on cartridge cleaning kits ^ 

Your cartridges aren't the real problem! ^ 

They expire before the trouble starts! 0 

Restore your game system • 

for ONLY $25 • 

Guaranteed to work like new or your money back • 
call The Game Lab • 

at (716) 383-4885 (24 hour hot line) « 
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Get Ready To 
Look And Play 
Like A Winner! 


GAME PLAYER’S^^SPGRTSWEAR 

Please send me: Price Total 

Quantity 

□ Official Game Player’s T-shirt $7.50 ea. _ 

□small Dmedium □ large 
I I Official Game Player’s Cap 
□navy □black 

□ Check enclosed Qvisa □MC □Amex 

Card #_Exp. Date_ 

Name. 


+ $2.50 



























































It’s your pal, Beetlejulce", here to 
bamboozle those bewitchers from the 


Neitherworld vacationing at lovely Lydia’s 
place. This house is HAUNTED! 

Flying cups and saucers and clothes 
that spring to life cause quite a panic... 
especially when they’re coming for you! 
It’s a horrific 5 level challenge to spook attic 
ghastlies, rattle angry skeletons and scare ghostly 
may even join you for a “bite” to eat. 
should skip lunch today, 
i/orld ghoul-o-ramas are no 
! “ghost with the most” ever 




>rrLUS“ 



^ TO WIN, N 
SOMETIMES 
YOU HAVE TO 
STRETCH THE. 

RULES! 

^HEE!HEE! 

) HEE! y 


(Nintendo) 


“ & © ATLUS SOFTWARE, INC 
ENTERTAINMENT SYSTEMSI 
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